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I. INTRODUCTION
According to ITU-T Rec. P.10/G.100 Amd.
2, Quality of Experience (QoE) includes the
complete end-to-end system effects and can be
influenced by user expectations and context.
Therefore, the QoE of IPTV and Video on De-
mand (VoD) services should ideally be mea-
sured in the home environment. Unfortunately,
current existing subjective video quality assess-
ment methodologies require a controlled envi-
ronment where human observers rate the visual
quality of a series of short video clips (10 - 15
sec). In this article, we compare the results of
a subjective test conducted in real-life environ-
ments with the results obtained using a stan-
dardized methodology.
II. REAL-LIFE QUALITY OF EXPERIENCE
ASSESSMENT
Existing subjective quality assessment meth-
odologies, specified in ITU-T Rec. P.910 and
ITU-R Rec. BT.500-11, pose stringent de-
mands on the way subjective experiments are
set up and conducted. As a consequence, they
cannot be used for the quality assessment of
long video sequences in realistic environments.
In order to enable real-life QoE assess-
ment of IPTV and VoD services, we used a
novel methodology based on full length DVD
movies. This new methodology tries to mimic
the typical lean-backward TV-viewing expe-
rience by letting the subjects take the movie
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home to watch it in the same environment they
usually watch television. Using the toolchain
described in [1], controlled visual degradations
can be inserted in the movie prior to writing it
on a compliant DVD disc.
III. SUBJECTIVE TEST
Two subjective tests were conducted using
our new methodology described in the previ-
ous section. In [1], we used movies which con-
tained up to three visual impairments to study
the tolerance towards random blockiness and
frame freezes. A second subjective test was
conducted in [2] in order to assess the influ-
ence of H.264 SVC scalability on end-users’
QoE. During this test, a movie was used in
which six fragments were temporally and qual-
ity (SNR) scaled down. In both tests, subjects
were not informed about any possible degra-
dations.Feedback was collected by means of a
questionnaire which was provided to the sub-
jects in a sealed envelope.
In order to highlight the importance of mea-
suring QoE in real-life environments, we com-
pared the results from [1] and [2] with the re-
sults obtained using a standardized assessment
methodology1. For this standard test, we ex-
tracted the fragments containing a visual im-
pairment from the DVDs in order to create short
video sequences of 15 seconds long.
—————————————————–
1based on the Single Stimulus Absolute Category
Rating (SS ACR) method from ITU-R Rec. BT.500-
11.
IV. RESULTS
As shown in Figure 1, visual impairments
are much more detected during a standard sub-
jective test. Before such tests, subjects re-
ceive specific instructions on how to evaluate
the video sequences. As a consequence, sub-
jects’ primary focus is on visual quality eval-
uation. While watching a movie, subjects are
concentrated on content.
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Figure 1. Impairment detection during real-life QoE
assessment and a standard subjective test.
Despite the fact that frame freezes are less
detected, they were rated more annoying dur-
ing movies as they break the natural flow and
the fluidity of the playback. However, dur-
ing the standard test, quality scores for frame
freezes were significantly higher compared to
the scores for blockiness.
A similar result is obtained regarding the vis-
ibility of temporal and quality scalability, de-
picted in Figure 2. The graph indicates that im-
pairment visibility is also content dependent.
Overall quality ratings in [1] showed that
subjects tolerate up to two visual impairments
during playback. It is important to mention that
this quality rating is higher compared to the rat-
ings subjects gave to the short clips, which only
contained one visual degradation.
V. CONCLUSIONS
Our results show significant differences con-
cerning impairment visibility and tolerance
when conducting subjective video quality tests
in real-life environments. Furthermore, our re-
search indicates that results obtained using a
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(a)Real-life QoE assessment
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Figure 2. Downscaling visibility during real-life as-
sessment (a) and during a standard test (b).
standard video quality assessment methodol-
ogy do not always hold in the case of real-life
QoE assessment.
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